Abstract. The article stems from a science fiction classic: Solaris, by Stanislaw Lem. The novel enables the authors to suggest a change of episteme needed in organizational thinking in order to grasp the kind of relationships that define our present. Relationships both in the novel and in organizations have to do with the clash between finite and unlimitedfinite strengths. The authors use the concept of 'logic of cyborganization' to refer to the features this new setting has in present organizations. It is possible to review such logic through four considerations: (i) it moves away from the logic of representation; (ii) its condition of possibility is digital codification; (iii) its sufficient condition is simulation; (iv) it questions time as a principle of intelligibility.
relationship between women's body and technoscience, or body and identity, and enables them to speak of utopias where gender ceases to be a defining category. Other authors, such as Tudor (1989) , have turned to the cinema of the fantastic in order to analyse the cultural image of science and scientists, or else have turned to science fiction cinema to explore what kind of images of technology and organizations are provided for these cinematographic productions, as is the case with Corbett (1995) . Finally, there are authors like Butakman (1990) , who uses science fiction literature to analyse how postmodern identities are constituted through mechanisms of simulation and virtual realities.
As with any other science fiction novel, Solaris offers an excellent opportunity to think about the present. And this is so because the literature of science fiction is no more than an exercise in virtualization. Virtualization, following Lévy's (1995) definition, has to be understood as that opposed to actualization. Actualization is the operation that consists of moving from a problem to a solution, while virtualization implies a movement that goes from a given solution to another problem. 'Virtualisation can be defined as the inverse movement to actualisation. It lies in the passage from actual to virtual . . . Virtualisation is not a derealisation (the transformation of a reality into a set of possibilities), but a mutation of identity, a displacement of the ontological centre of gravity of the considered object: instead of being mainly defined by its actuality (a "solution"), the entity encounters in this way its essential consistency in a problematic field' (Lévy, 1995: 19) . That is, virtualization implies constant consideration of the initial actuality as a particular case of a more general problem. Science fiction is not about future worlds, as some people often think; science fiction is about worlds that 'are not there', that is, virtual worlds. This is why we can say that this kind of literature is about our present, a literature that problematizes the taken-for-granted solutions we live with every day.
The novel explains the story of a planet discovered long ago (Solaris) which seems to resist a single orbital measurement: every astronomer who makes the calculations comes up with different measurements. This state of affairs gives rise to a new science, Solaristics, which deals with debating whether the ocean has life; whether it is a coherent, ordered whole; and whether it is able to receive communication. The main character of the novel is a psychologist, Kelvin, who is sent to the space station that studies the planet in order to support the research group that is there.
All Lem's novels have multiple levels of interpretation. Still, we have focused our reflection on Solaris' main character and the thoughts generated in him by his stance on that odd planet. Kelvin appears to us as the archetype of Man-Hero in modern literature. As in the tales of modernity, his mission is order, decoding the strange and giving name to what has no name. His mission is to clarify the mystery of Solaris. However, Solaris displays a setting where Kelvin will never be able to reproduce the simOrganization 6(4) Articles plistic game of finite orderings. Kelvin is faced with the following panorama:
1 A red ocean which would seem to be a sea covering the whole planet, but populated by inexplicable, unclassifiable forms and whirlpools unique in their becoming. 2 A science for Solaris called Solaristics. This science has as many forms and definitions of the planet (thinking ocean, plasmatic machine, mountain trees, electronic brain, living ocean . . .), and contents and conclusions as there are scholars who have studied the planet and its phenomena. 3 A visitor: Rheya. This visitor seems to be created by the planet and looks like his wife who died years before. Finite and limited in details, she seems to be a superficial composition based on Kelvin's memories of her; however, she is unlimited in terms of presence and appearances. In other words, Rheya can never go far from Kelvin without beginning to dematerialize and, if he gets rid of her, she reappears on the following day without remembering anything or being aware of her previous appearance.
What seems to upset Kelvin is that he has to manage a setting which is obviously finite, quickly describable, but at the same time infinite in the possibilities and changes that it offers. Kelvin is in front of 'something' that is neither finite nor infinite, rather, the setting would appear to combine both conditions: it is finite and unlimited. The novel then poses a relationship that asks us to pay special attention, the relationship between 'finity' (Kelvin) and 'unlimited finity' (Solaris). As we will argue in this text, such a relationship is the cornerstone of a particular organizing mechanism we have called the 'logic of cyborganization'. The interest of the novel for organizational thinking lies in the invitation, as an exercise of virtualization, to put forward the actuality of organization as one of the possible solutions to a problematic field concerning the more general practice of organizing. That is, the novel is inviting us to move from reflecting on organization to reflecting on organizing, what has also been expressed as the move from a distal logic to a proximal one (Cooper and Law, 1995) . The former involves conceptualizing organization as an entity with clear and distinct boundaries, and constituted from functions and bits and pieces that are discreet and can be defined a priori. It also involves emphasizing hierarchy and order; speaking in terms of isolated individuals, groups and organizations; stressing the distance between all those entities; and subordinating the interaction to individualized and self-content actors. In Serres' words (1981) , it implies thought based on the being or the monad. The latter involves taking organization as a process rather than as a monad. Furthermore, it shows a world that is an open and undefined multiplicity of relationships, with no clear boundaries, always in the process of transformation, always unfinished. It talks of permeability and interweaving of elements A Change of Episteme Francisco Javier Tirado et al. and it assumes that the goals or effects of organizing are not the most important things, but rather they are the means, the partial and precarious mobilized means. What is important is the relationship, the operator establishing the relationships, that thing which always occurs 'between' (Serres, 1981) . What is relevant for a proximal approach is the ways of ordering rather than the order.
The relationship between Kelvin and Solaris will enable us to elucidate and to analyse what we have already called the 'logic of cyborganization'. As far as we think this logic is proximal, we are not going to talk, in this text, of limits, distinctions, products or finished facts. On the contrary, in this paper, we will define, first, the conditions of possibility, which give sense and content to this logic. Such conditions refer to the irruption in our present, as happens in Solaris, of new kinds of relationshipsrelationships combining finity with unlimited finity that give rise to a specific way of ordering. Then we will clarify the meaning we give to 'cyborganization'. Finally, we will pose the reasons that lead us to talk of mechanism and we will explain how the operators sustaining the production of organization escape from the logic of representation (distal logic) and, in contrast to this, are based on a mechanism of codificationsimulation.
The Cyborg Form: Defining a New Episteme
Having just arrived at the space station, Kelvin realizes that his way of reasoning is useless in order to give sense to the events in Solaris. As we explained before, the situations he is faced with could be described as chaotic: visitors appearing from nothing, a planet in continuous transformation, his colleagues refusing any contact . . . Faced with this setting, Kelvin is about to go mad, as appears to have happened with his colleagues, but, finally, he realizes that he must change his way of thinking, in a radical way. He must think differently.
We could compare this radical transformation with the change of episteme Foucault (1963 Foucault ( , 1969 describes: mutation of the structure of reality, redefinition of schemata concerning knowledge and truth, a new order of things. Indeed, Foucault (1966) , Deleuze (1986) or Serres (1980) considers this Man-Hero, represented by Kelvin in the novel, to be the main definition of modern episteme. These authors argue that a similar Man-Form is the result of the relationship established in a historical moment between the finite strengths defining the human being (will, understanding . . .) and the also finite strengths that would seem to inhabit his surroundings (that is, the conception of universe as governed by laws or as a kind of a book written with mathematical characters). The Man-Hero is no more than a substitute for the typical God-Form of classical thought, a form that related the finite strengths of an ever-fragile human being with the infinite, uncontrollable and incomprehensible strengths of his surroundings (the universe is governed by gods endowed with wills that are Organization 6(4) Articles unattainable for humans). However, both forms are no more than historical, contingent products, which appear and which can disappear. As Foucault (1966) stated, maybe one day the Man-Form (Man-Hero) left to us by modern thought will disappear like a face drawn on the sand at the beach.
The end of the millennium: alongside many other doubts a further one arises-can we consider that the face of the Man-Form has been erased from the sand? Solaris is a tale describing a shift of episteme, an augury of the emergence of a substitute for the Man-Hero: the Cyborg-Form. The notions of labour, life and language, which arose at the end of 19th century in the field of knowledge as semi(transcendental), gave rise to the birth of the modern episteme. This emergence introduces historicity into the realm of richness, of living creatures and words. The matrix these three historized elements prefigure opens room for Man and his radical finity (Foucault, 1966) . That is, when life, labour and language ceased being natural attributes and became themselves natures that were rooted in their particular history, it was possible to ask the question about man. 'At the end of XVIII century, on the one hand kantian philosophy and on the other the constitution of biology, economics and linguistics pose the following question: what is man?' (Canguilhem, 1970: 141-2) . The Cyborg-Form, moreover, foretells a transformation that does not suggest a simple reconfiguration of the basic elements of the modern subject, but rather a change in quality, a transformation of the substance and content of these elements. For example, nowadays, biology has reordered itself into molecular biology and genetic engineering. Life, previously disperse and finite, is redefined in a single code, the genetic code. Temporality-historicity is no longer the primordial element when defining the discursive formations of this new science. This role is now played by the unlimited possibilities of combination. Labour, previously fragmented and partial, gathers in machines of the third species, cybernetic or computing machines that display a political economy of sign-information and of its unlimited possibilities of circulation (Baudrillard, 1974) . Finally, language through literature hangs around the thought of what was unthinkable, of repetition, of difference, of the unlimited possibilities of reproduction offered by electronic image and writing (Poster, 1990) .
Our daily life seems to be more concerned with silicon, genetic components and textuality than with carbon, organisms or the referent. Our day-to-day life is a series of contacts not with strengths defined as infinite or finite, but with strengths that are finite and unlimited at the same time. From now on, we will speak of strengths of unlimited finity as those situations or fields of relationships where a finite number of components, the components of DNA molecules for instance, give rise to an unlimited possibility, potentially infinite, of combinations. Deleuze has seen in this combination between man, always finite, and the possibilities offered by these strengths of unlimited finity (genetic code, computers . . .), the realization of Nietzsche's dream and the appearance of surhomme. 'What is A Change of Episteme Francisco Javier Tirado et al.
the surhomme? It is the formal compound of the strengths in man, finite, with these new strengths, finite-unlimited. It is the form that arises from a new relationship of strengths' (Deleuze, 1986: 157) . For our part, we prefer to talk of a Cyborg-Form. There is a simple reason: as we are reminded by Rabinow (1992) , Foucault lost his bet by saying that it would be language, from the triad that shaped anthropological man, that would open the path to a new episteme. Our understanding is that the practices that have opened the way for a new episteme are appearing, en masse, in labour and life, specifically related to the great project of mapping the human genetic code and in the use of the mechanism of codificationsimulation in work management. Transformations in the sphere of language are mainly related to academic and intellectual circles. The acronym cyborg (formed by 'organism' and 'cybernetics') allows us, better than the Nietzschean expression, to stress this universe of practices that concern biotechnology and cybernetics applied to organizations. These new practices seem to be conquering our present and, due to their massiveness, constitute a new episteme (Tirado, 1997) .
It is possible to find some texts (Cooper and Law, 1995; Parker and Cooper, 1998; Parker, 1998) where the acronym cyborg converts into cyborganization. Cyborganization is defined as this general process that enables human beings to surmount their shortages and their limitations. This process consists of the design of technologies that are combined with human bodies in order to create new cyborganic spaces settled by cyborganisms. It is a concept that wishes to dethrone the notion of individual as the epicentre of social thought by pointing out that human beings have always been cyborganized. Furthermore, cyborganization would work as the matrix where human beings define their humanity. We, for our part, are using the term cyborganization as an overcoming of those explanations of the world that take the individual as their central axis. That is, cyborganization expresses perfectly well the passage from the Man-Form to the Cyborg-Form. On the other hand, when speaking of cyborganization, we are emphasizing the main role that the Cyborg-Form plays in the realm of labour and organizations. In any case, we want to add, in the characterization presented by the mentioned authors, the importance of the relationship between finity and unlimited finity (Tirado, 1999) .
The Logic of Cyborganization
One of the culminating instants of the novel has to do with Kelvin's interpretation of Rheya, his visitor. This interpretation has different moments. First, the novel shows how Kelvin stops conceptualizing the 'visitors' as metaphorical representations, an option he had considered when he arrived at the orbital station: Rheya is both a set of pieces of his past and something new, she is both his former wife and a new Rheya. Once he accepts that, Kelvin looks for new resources and new conditions Organization 6(4) Articles of possibility in order to rethink both 'the visitors' and Solaris. So, Kelvin begins to interpret the world surrounding him in a different way. He needs to use a postulate of precariousness and transitoriness: time and history are no longer transcendental elements or mechanisms of intelligibility in his new reality. Now he is living immersed in events, in relationships changing all the time, surrounded by precarious and sporadic entities that vanish just as they appear. Events display and terminate their own time. Finally, Kelvin will understand that he is a part of Solaris thanks to the relationship he has with his visitor. Visitors connect Solaris with humans. They are the mechanism the planet uses to include the strange (in this case the humans) within an intelligible organization.
When ordering his new reality, Kelvin goes through different moments. These moments and the images offered by the logic of cyborganization resemble each other. Such logic aims to describe, though in a provisional way, a proximal mechanism of generating organization. We are using the word mechanism to refer to this logic of cyborganization in the sense Deleuze (1989) gives to this term. Mechanisms 'are made up of lines of different nature. Those lines of the mechanism neither embrace nor encircle systems in which each of them would be homogeneous (object, subject, language . . .), rather they follow different directions, form processes always in imbalance. Those lines both come near each other and move away from each other' (Deleuze, 1989: 155) . According to this thinker, theoretical reflection has 'to be an analysis of concrete mechanisms' (Deleuze, 1989: 155) , and mechanisms demand a proximal logic, given that working with mechanisms has two consequences. The first one is the repudiation of universals. Universals don't explain anything, they have to be explained. The second consequence is the interest for apprehending what is new. 'What is new does not designate fashion, on the contrary, it refers to creativity, varying according to the mechanisms' (Deleuze, 1989: 159) . The question we have to pose for mechanisms is always the same: how is it possible to produce something new in the world? Analysing a mechanism involves thinking about four issues. First, it has to be shown in what way the mechanism escapes from the domain of representation and enters into the thought of 'difference'. Second, the conditions of possibility that make such a mechanism feasible have, also, to be shown. Third, the conditions of realization and concretion have to be explored. Finally, mechanisms surpass historical discourse; the homogenization that time imposes cannot trap them.
In our reading of Solaris and its implications for a theory of organization, we have carried out four considerations that have to be understood as four answers to the questions posed by Deleuze in his analysis of mechanisms. First, we propose a refusal of the logic of representation. To this effect, in our first consideration, we are going to comment that cyborganization is a logic based on 'translation', which allows it to avoid representationism. Next, in the same way in which Kelvin looks for new conditions of possibility and realization that help him to order his sur-A Change of Episteme Francisco Javier Tirado et al.
roundings, in the second and third considerations, we will argue that the logic of cyborganization has its condition of possibility in digital codification and its condition of sufficiency in simulation. Finally, very close to Kelvin's renunciation of time and history as primordial elements to interpret reality, we will explore, in our final consideration, how the mechanism of codification-simulation actually goes beyond the limits of what is historical.
First Consideration: We are not Faced with Representations!
Rheya is not a representation. This is the first step Kelvin takes towards a new way of thinking. And this step is not easy to take given that representationism establishes an imagery and a powerful rhetoric both for Kelvin and the organizational world. It is easy to see in the latter how this rhetoric is specially intensified in everything that refers to the new integrated systems of information treatment and their massive use in organizations; information systems for managing sales and distribution, materials, finance, logistics, payroll or human resources.
Our customers know that they can set up PeopleSoft HRMS to suit their own business processes and organisational structure. If their company is distributed across the country, or across the world, PeopleSoft HRMS can be set up to take account of local culture and legislation. With PeopleSoft HRMS, you really can think locally, but act globally. (PeopleSoft, 1996) This example, taken from the web site of the company PeopleSoft, reflects this situation. Here we find two important issues. (i) It is assumed that, whatever the culture, the complexity or the problem of the staff of an organization, this may be accounted for through this software, which will adjust to the problem, take it in and bear it in mind in its action. To take something into account would be no more than representing it in another time, another place, with a specific goal. (ii) It is assumed that an organization must exhaustively represent its resources if it wants to manage them efficiently. In a special way, this fragment from a leaflet presenting an integrated programme of human resource and salary management brings together the capacity of representation and efficient management:
Infinium HR leverages the robust functionality of our Human Resources suite with the power of objects. Infinium HR Advanced desktop models the way a human resources department works. Your Infinium Advanced desktop contains 'intelligent' business objects, icons that represent and behave like realworld entities such as applicants, employees, or payroll cycles. Hiring an applicant, for example, is as simple as dragging the selected applicant onto the Employee's business object. (Infinium, 1997: 3) In this imagery, both the possibility of representation and the metaphorical nature are assumed. Metaphor is defined by the Oxford English Dictionary as a figure of speech in which a descriptive name or term is transferred to a different, but analogous, object to the one to which it is usually applied. A metaphor thus has two features: it replaces one term Organization 6(4) Articles with another and it makes a reference to elements of one realm that are compared with those of another. Metaphor is a rhetorical figure that belongs to analogy and representation practices. As many authors have argued, the problem with the imagery of representation lies in the unavoidable subordination to an original that is not presented as such, but rather through an image (Martínez, 1987) . This supposed origin establishes the image and gives it meaning, and the image does no more than invoke the presence of the origin. In the realm of representation, we handle four elements: presence, origin, double (image) and foundation (Martínez, 1987; Deleuze, 1969) . A metaphor relates two objects: one that provides its definition and another that receives it; one that is presence, double and image, and the other that is origin and foundation. Assuming this imagery, it is possible to understand why, in the world of organizations, the computerized file of an employee, which Infinium Human Resources could offer us (with photo, personal details, salary, competencies, etc.), or the table of codes (gathered below) that is used to generate the file, are considered metaphors. They are considered an operative representation of the original: the worker. Now, as Deleuze (1969) reminds us, this imagery becomes absurd inasmuch as it poses questions-what the codes represent, what object or relation there is behind that gives them meaning, how the foundation of the metaphor was established, and for what reason-that it cannot solve satisfactorily. The copy or the metaphorical image always provides new information, a set of relationships and uses that were not in the original. This is why rather than metaphor we prefer to talk of translation, in the sense developed by Serres (1974) and taken up, among others, by Latour (1988) and Callon (1989) in what could be called a symmetrical sociology (Domènech and Tirado, 1998) . Translation is a concept that enables us to understand how the main character of the novel, Kelvin, will gradually discover that Rheya is not a copy, furthermore she is not even a metaphor of his memories. Solaris has translated part of his mind-surroundings and this translation always provides the being with something new (Serres, 1974) . There is a double interest in Serres' concept: on the one hand, it emphasizes every novelty produced in every exercise of translation; on the other hand, it allows for the understanding that any practice of interpretation, lecturing, ordering or organizing is, in itself, an exercise of translation. The services and products of Infinium Human Resources are something more than mere copies. They come from theories of personnel management, bits, databases, human resource techniques, plans, disk units, customer wishes, stress, legal requirements, links between tables, weaknesses, pressure from heads of department, money, *.dll files, relationships between people and artifacts that interact on a daily basis. They come from all of this heterogeneity and from an exercise of translation that put them altogether, giving them order and turning them into something manageable. The final product of all this is what we call organization.
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Once we have shown we are not working in the field of representations, in the next section, we will argue that there is a specific exercise of translation that makes all this heterogeneity manageable. This exercise is particularly concerned with the logic of cyborganization: digital codification.
Second Consideration: Digital Codification is the Condition of Possibility of Cyborganization
As indicated by Lévy (1997) , all of this heterogeneity can be handled through digital coding. Large parts of our current organizations are what they are thanks to the translation carried out by computerized management systems. The alpha-numerical array shown in Figure 1 , a recording capable of being sent via modem to Spanish Social Security, is an example of such an exercise.
The recording shown in Figure 1 reflects the labour relationship that a person has established with a company. So, the third row contains the company identification, the fifth one is the identity of the worker, and there are also data about past contracts, and so on.
There are two issues we want to highlight from this array. First, it is an exercise in translation that transforms what is heterogeneous into something that can be handled, a translation carried out thanks to digital codification. Second, this exercise places us in the intersection of strengths that we mentioned in the previous section, the relationship between the finity and an unlimited finity. How does this happen? In several ways:
1 The translation to 0 and 1 (active-inactive) plus letters enables finite and well defined elements to enter into a combinatory game with practically infinite possibilities. 2 The identifiable and limited elements that can be placed on inventory (worker, client, product, computer, environment, investment . . .) and whose relationships constitute the assemblages that we can identify in any organization, are translated into 'information', something that different technical devices (computer, fax, printer, video . . .) , different organizations, institutions, individuals, etc. can use and share repeatedly and continuously. 3 Elements and entities of a variety of ontological kinds (subjects and objects, individuals and groups, groups and organizations) are repeatedly connected and perpetually reconfigured thanks to the circulation of this material. 4 This material can be transmitted and handled almost to infinity with an inappreciable loss of items; it can also be dealt with automatically, very rapidly and on a large scale, and allows itself to be 'mixed' in a problem-free manner. 5 This material is based on a fluid materiality that has nothing to do with the image that solid bodies offer. Because of its fluidity, it can circulate faster and faster; it knows no spatial end and is immune to the passing of time. 6 The material resulting from the translations enables the generation of images not requiring a real existence or the presence of the original; it generates them in real time, frameless and without plans or limits of origin.
It can be said that digital codification enables finite and discrete elements to enter in a set of relationships with finite but at the same time unlimited possibilities of action. The array we are using as an example is made of finite entities that can be combined in a finite way, in punctual assemblages, but with unlimited possibilities of combination and association. Similarly, this array is a finite entity that can be easily defined and described, an entity that can be manipulated in a finite way in technological and human devices. Nevertheless, this manipulation, because of the nature of digital codification, can occur in an unlimited number of technological and human devices. The relationship between finity and unlimited finity is possible thanks to this concrete kind of translation: the digital codification.
Third Consideration: Simulation is the Sufficient Condition of the Logic of Cyborganization
Here, once we have seen codification as a resource for thinking through the relationship between finity and unlimited finity, we now wish to stress a second feature of codification. As Lynch points out, 'Simulation is a key characteristic of digital codification' (Lynch, 1991: 71) .
Simulation turns a series of numbers and letters-and relationships between them-into totalities with a value of reality. It turns them into experiences with defined frames of interpretation and into recognizable phenomena. It turns digital codification into something that can be handled 'by everyone', something that can be lived and experienced every day. For example, by converting the array we mentioned before into a phenomenon, that is, running a simulation from it, we achieve a graphic interface with the employee details on different screens. One screen contains the company with fields for the address of the organization, its economic activity, the number of workers and the 'logo', as well as tags to take us to other screens with information about the worker. Simulation therefore displays a phenomenon that links numerical codes, graphic inter-A Change of Episteme Francisco Javier Tirado et al.
faces, screens, hard disks, processors, managers, users, workers, institutions, etc. in a whole that is experienced as reality in its own right. And, even more important, it is this reality that constitutes our everyday environment. Through simulation, digital codification leaves the level of numbers in continuous movement, data filtering, links between databases, and logic operations to enter in the 'user' level, which is basically visual, easy and fast to use, 'intuitive', 'familiar', and made up of icons and images. Now, what exactly is a simulation? We can say that Rheya and the former table of codes are copies without original rather than representations. They are, in themselves, entities with a value which is proper to them. They display possibilities of action and thought which were nonexisting before their appearance. We can recognize nothing behind them. Nothing but the current experiences they bring about can give them meaning and truth. If we try to seek below these characters or codes we find only heterogeneity. So, we cannot appeal to a hidden or past origin to define them. We have to explain them simply by use of that which is in front of us: a set of combinations of numbers and letters, a woman who is the same as Rheya and all the novelty they carry with them. And, if the word representation has ceased to be useful, what are the means by which we can refer to all of this? Authors like Lynch describe an entity like the ones we have outlined as 'a sincere picture-sentence' (Lynch, 1991: 71) . Nevertheless, this expression finds its meaning in Baudrillard's (1978) definition for 'simulation'. Baudrillard uses the word simulation to refer to the generation-through models-of something real without origin or reality. Following this author, what is real about simulation is produced from miniaturized cells, from matrixes, from memories and requested models. Once such a process produces the real, it is possible to reproduce it over and over again. In simulation, 'the territory no longer precedes the map, but rather it is the map that precedes the territory . . . it is the map that gives rise to the territory' (Deleuze and Guattari, 1980: 17) . Simulation is, in its own right, a reality, 'a sincere picture-sentence'. Both Rheya and our codified array fit perfectly well within this definition of simulation.
Given that digital codification is the condition of possibility and simulation is the sufficient condition, it seems pertinent to speak of 'mechanism of codification-simulation' to refer to the core set of cyborganization.
Fourth Consideration: The Logic of Cyborganization is Ahistorical
After the fierce debate that we have observed throughout the last decade between moderns and postmoderns, and after the support relativism and historicism have received in social thought, to pose the existence of ahistorical phenomena could certainly seem provoking. Nevertheless, when we affirm that the mechanism of codification-simulation is ahistorical, we do not mean that it is out of time. What we mean is that it overcomes what is historic, because it condenses a multiplicity of possible temporalities Organization 6(4) Articles and retains the potentiality of defining and redefining any given time (Serres, 1980) . When looking at the historical fact, we realize that history has two conditions required for it to be realizable. It needs an object that is perfectly identifiable in space and it needs to inscribe a single temporality to this object, which begins to unfold from the present and reaches back, building the past. We can write the history of madness or of an organization as long as it can be identified in the present. This inscription generates a principle of identity, a 'The Same' which may be recreated and identified in the time flow from the transformations it suffers with time (Foucault, 1969) .
Let us now take a concrete example of codification-simulation. When we unfold the simulation generated by the alpha-numeric array we presented before, we encounter a couple of features that deserve further comment. First, the possibility to generate what simulation calls 'future history'. Each time we click on a tag with this label, we can give the program several simultaneous orders of action in such a way that future plans of action for the simulation can be defined. Warnings, salaries to execute, changing of registers, all this can be ordered now for the forthcoming three months and it can be changed every day. This also allows for 'retroactivity'; for example, the secretarial sector earns a certain amount of money and has a right to compensation, bonus payments, etc. according to a trade union agreement of the previous year. However, the current agreement may imply that the money to be received by people has to change from a certain date from the past year. The 'future history' enables us to make and remake these changes in a matter of seconds. It is also possible to make calculations on future payments and to foresee, for instance, contractual terminations of a large number of people, incorporations, and so on. Second, simulation offers the possibility of generating scenes to make decisions. This second aspect is so relevant that SAP, the corporation leader in development of computer programs for management-and one of the five biggest software corporations in the world-in the Company World Fair, held in Madrid in June 1998, stresses a service that crosses all its product lines:
Active Management of Knowledge will allow us to simulate the possible consequences of the decision-taking in special situations, creating scenes like, 'What would happen if . . .?' We refer to this when we talk about modern resource planning. (SAP, 1998: 3) Codification-simulation allows for the dynamics of anticipation as retrospection (Cooper, 1993; Cooper and Law, 1995) , rewrites a total history, operating with the past and the future, designing and executing them. The 'future history' organizes our present in a way that depends on the operations we carry out with the past and the future. We can organize it second by second, for thousands of people, and in highly disperse and different geographical centres. In this way, codification-simulation has a A Change of Episteme Francisco Javier Tirado et al. particular temporality that places it outside the progression of past-present-future.
These four considerations constitute a picture of what the logic of cyborganization consists of. The reader will have noticed that we have given no indication beyond the computer screen of the physical frontiers of cyborganization. It is simply that cyborganization is a logic that crosses spatial frontiers thanks to the dimension of cyberspace. It has also naturally transcended the frontier between what is human and what is not. The codification-simulation mechanism takes us away from the kind of understanding of the typical world of Galaxia Gutenberg, a world characterized by a reader who is in front of the page of a book (semantic model), where the position of the reader outside the page is the subject model (transcendental subject place), the flat form of the sheet is the object model, and the action-interpretation of the subject is to project on to the plane which is the object (Ibáñez, 1991) . Cyborganization places us before the model that would be bought by the Electronic Global Village of McLuhan. Here the way to understand the world is an operator placed before a computer (pragmatic model) full of simulations. The operator forms part of the working circuit of the simulations (and of course of the computer), and is a supplementary dimension to the computer, a dimension that makes it more complex. In this model, reality cannot be defined without the subject, not even of the simulation. Reality emerges on this continuous plane that forms the subject with the simulation. The model has also broken time frontiers, as the mechanism is capable of conquering and producing both past and future, and also of remodelling our present. The limit to the logic of cyborganization is diffuse, fuzzy and seems to be everywhere and nowhere. It seems to surround us all and yet to involve nobody.
Conclusion
Solaris has been the point of departure for a reflection about the actuality of organizations. Kelvin's troubles, produced by his arrival in the orbital station, have been very useful in exemplifying the implications that stemmed from the irruption of a new kind of relationship in organizational environments. To analyse this new kind of relationship, we have looked into the tool boxes of both Foucault and Deleuze, and we have found two basic notions: the concept of episteme according to the former and the idea of mechanism according to the latter. And we have followed this process. First, we have spoken of the relationship between finite strengths and strengths of unlimited finity. Then, we have argued that from such a collision of strengths arises a new episteme expressing the passage from the Man-Form to the Cyborg-Form. When focusing our analysis on organizations, we have spoken of the logic of cyborganization as a particular manifestation of Cyborg-Form. Finally, we have carried out a proximal approach to this logic of cyborganization and we have typified it as a mechanism.
Organization 6(4) Articles
The mechanism we have described has enabled us to go somewhat further from the omnipresent organizational metanarratives dominated by Men-Heroes or by 'builders and titans that shape the world' (Time Magazine, 1998) . The passage from the modern Man-Form to the CyborgForm has, as a main consequence, an omission of the use of the tales and legends that characterize the former. The Man-Form is the result of a discourse of homogeneity, while the Cyborg-Form fits within a discourse of heterogeneity. Literally, men cease to be, and heterogeneous assemblies occupy their place. As a result, organization can no longer be understood as the consequence of an individual or a merely human collective, but as the outcome to the action of a multiplicity of diverse and heterogeneous components. The logic of cyborganization we have described contravenes modern patterns of materiality, which are now fluid and dependent on codification-simulation. At the same time, this mechanism is a tool for unmasking the notion of representation that dominates the legitimizing discourse about ever-stronger links between organization and technologies of information-a discourse based on a promise: 'to offer a very detailed recording of incomes and changes in data, in order to obtain in every single moment the image of the company' (SAP, 1998) . This quotation is particularly interesting because it relies on the notion of image, a typical product of a process of representation. Nevertheless, we have argued that in the logic of cyborganization there is no representation inasmuch as there is no original to represent. On the contrary, what we encounter in such logic is a particular process of translation consisting of codification and of the emergence of simulations from codification. Simulations without original, entities with value in themselves. We have also parted ways with another dominating metanarrative in organizational theory: planning. The usual conceptions about mission, vision, objectives and so on rely on an idea of temporality established from the progression past-present-future. However, the logic of cyborganization gives way to ahistoricity. As we have said, such ahistoricity does not mean establishing a position out of time, but, rather, conceiving the possibility of containing a simultaneous multiplicity of temporalities, thanks to possibilities offered by the codifiction-simulation.
In spite of the fact that authors such as Maldonado (1992) maintain the necessity of treating practices that are generated around digital coding and simulation from an epistemological viewpoint, we have deliberately obviated this position. We are not interested in a reflection on epistemology since, as Henriques et al. (1984) pointed out, there are two immediate effects when analysing a set of practices stressing the epistemological angle. First, to taint these practices with demarcations such as those caused by true-false, rational-irrational or science-ideology dichotomies. Second, to remove the knowledge-action which is generated in these practices from the public and political domain and to place it in the plane of reflection, in terms of the legitimacy or final basis of this knowledge-action. The description of the logic of cyborganization we have A Change of Episteme Francisco Javier Tirado et al. offered is, in the final analysis, a reflection of the way reality is ordered. We deal with orders, with the establishment of relationship regimes, of configurations in the world that surrounds us, of networks of materials and relationships that create the subjects and objects that we know. This is a matter of ontology; we are not epistemologists (fortunately), we are ontologists (Law, 1994) .
But, in any case, as Lopez Petit (1994) points out, ontology is not an exclusively ideological and mystifying tool; rather, it is a space for creation and conflict, a political space. Ontology is carried out in a political space and political thought in an ontological space; any political proposal is an ordering, a delimitation of connections and relationships. The organization of our 'human resource' administration, for instance, by competency management codification-simulation, implies that the following set of premises must be assumed: that competencies exist and are 'capturable', measurable, computerized and may be assigned to jobs or people for which/for whom they offer a representative profile, etc. The mechanism of codification-simulation sets the conditions to begin doing things, starting with new realities; it sets the obligations and conditions needed for certain practices. Codification-simulation makes it licit to make an analysis in order to look for the right person for the job, to make special predictions, or to draw up a European competence file (aside from the special features of each job, country and labour environment), which could be used to assign the 'representative competencies' of every citizen. The name of one of the companies currently managing those realities could hardly be more allegorical: PeopleSoft. This probably means, 'software for handling people', but perhaps it more accurately refers to people being manipulated by software, or, to put it another way, to 'SoftPeople'.
